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Abstract
Callision detectionis a very useful concept, it is used in various
applications from surgery to manufacturing to video game design. My project
aimsto crede an efficient algorithm for detecting collisions so that it
can be used in a gaming environment. The oedsin callision will be simple
solids, and multiple will be put in a spaceto monitor their interadions.
Thefirst stepis simple 2D collisions followed by more complex 3D

collisions.

Intradudtion
Inthis prgjed, | planto creae an efficient algarithmfor 3D callision
detection. This projed has value, because there are many dfferent
apicationsfor callision cetection, andin game development, aswith all
other fields, efficiency is of extreme impatance

Callision cetectionis the concept of fir st detecting pcessble callisions,
then cortact, andthen determining haw to read tothe callision. | intend
to crede anefficient algarithmthat woud detect callisions, sothat the
interadions of multiple salids coud ke modeled at orce. Thefirst stepis
tocreaeasmple 2D algarithmthat woud model callisions as a prototype,
followed bya smple 3D algarithm. This woud then ke opimized a
redesigned, andthenthe number o solidsin the %"\e/en spacewoud ke
increased, andthe time takenandacaracy woud ketested. The gaal isto
have the number o solidsin spaceto bein the thousands, but thefir st
benchmark woud ke in the hundeds.

Dad
Theworkplanfor the projed isasfollows: write a 2D algarithm, thenwrite a 3D agarithm, then ogimize the 3D algarithm or
rewrite it to med my time corstraints.

Bxqedtead ResUts
| woud exped the resultsto be a 100% successin resped toall callisions andcortact made, andthe speedin whichthe
progamexeautes shodd nd experienceany ndicede slowages This meansthat in the end, there woud ke alarge number
of salids, hogefully at least one thousandwoud be able to interad seamlesdy.



